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DETAILED ACTION 

Continued Examination Under 37 CFR 1.114 

A request for continued examination under 37 CFR 1.1 14, including the fee set forth in 
37 CFR 1 .17(e), was filed in this application after final rejection. Since this application is 
eligible for continued examination under 37 CFR 1.1 14, and the fee set forth in 37 CFR 1.17(e) 
has been timely paid, the finality of the previous Office action has been withdrawn pursuant to 
37 CFR 1.1 14. Applicant's submission filed on 9/10/08 has been entered. 

Response to Amendment 

1 . This office action is in response to an amendment filed on 9/1 0/2008. 

2. Claims 1 and 13 have been amended by the applicant. 

3. Claims 2-5 and 14-16 are original. 

4. Claims 6-12 and 17-31 have been cancelled. 

Claim Rejections - 35 USC § 103 

The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set forth in 
section 102 of this title, if the differences between the subject matter sought to be patented and the prior art are 
such that the subject matter as a whole would have been obvious at the time the invention was made to a person 
having ordinary skill in the art to which said subject matter pertains. Patentability shall not be negatived by the 
manner in which the invention was made. 

Claims 1-5 and 13-16 are rejected under 35 U.S.C. 103(a) as being unpatentable over 
Skyrme ("Fw// Product Review Adobe LiveMotion") in view of Herbstman et al. (hereinafter 
"Herbstman", U.S. Patent 5,929,867). 
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Regarding claim 1, Skyrme teaches a method of keyframing an object (sec. 2 pg. 1 2 nd ]f 
line 1 : "Placing an object creates a keyframe at that point and a certain length of display is 
shown on the timeline..."), comprising: 

identifying at least one property (Fig. 1, sec. 1 onpg. 2; 'position', 'object opacity') and a 
time for the object (sec. 1 pg. 1 6 th K lines 3-6: ".. .when you place an object on the stage... the 
object transform drop down menu for that object is opened and the Position clock face is 
clicked... just put a tick in the little box that has opened", and is shown in Fig. 1, sec. 1 on pg. 2: 
'00s ', '01s ', where a time, measured in seconds, is provided in which to indicate a transform 
property); 

creating a first compound key frame at the time (sec. 2 pg. 1 2 nd ^ line 1 : "Placing an 
object creates a keyframe at that point and a certain length of display is shown on the timeline as 
a pink line with a knob at each end", in which a compound frame may be created, as shown in 
Fig. 1 of sec. 1: where frames that comprise the long pink line are shown that contain 
associated properties at given instances in time, such as the illustrated: 'Object Opacity ' and 
'Scale'); 

creating a second time for the object and creating a second compound key frame at the 
second time (sec. 2 pg. 2 2 nd ]f lines 4-5 : ". . .you can insert a new keyframe by placing the 
Current Time Marker at a particular point. . .", where a second new keyframe may be inserted at 
a new time position); 

receiving a change to the at least one property prior to creating the second compound key 
frame (Fig. 1 of sec. 1 on pg. 2 and in Figs. 1 & 2, pg. 2 of sec. 2, where the play head (vertical 
line) may be moved about the compound keyframe interface independently of the compound 
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keyframes themselves to indicate the time at which to apply a property, such as the properties of 
position, rotation, etc. illustrated in the Figures that are indicated with a white diamond icon, 
therefore a user would be capable of placing the play head after a first keyframe, but prior to 
creation of a second keyframe, to enable a property or action to be applied to the second 
keyframe, as shown in Fig. 1 of sec. 1 in which properties such as 'Object Opacity ' and 'Scale ' 
are illustrated), where the second compound key frame incorporates the change to the property 
once the keyframes are animated (sec. 2 pg. 2 3 rd ]| lines 1-4: "If you want to apply a change to 
the object you can now move forward in the timeline... When played back, the object should 
tween between the first and second keyframe giving a smooth action", in which a second 
compound fey frame that resides successively at a second time along a timeline incorporates the 
applied action); and 

performing one of: 

creating an attribute key frame responsive to the received change to the at least one 
property if no attribute key frame exists for the at least one property at the time the received 
change is received (sec. 1 pg. 1 6 th ]f lines 3-7: "By dragging your image around on stage, tweens 
are automatically inserted between keyframes..." and in sec. 2 pg. 2 3 rd Tf lines 2-3: "The action 
can be applied by... selecting the. ..sliders or the round symbol to apply the desired effect", 
where attribute key frame data, or tween data, is created for a specific property at a given 
instance in time that exists between two compound frames generated by the LiveMotion software 
to enable attribute data to be inserted between a first keyframe and an existing keyframe located 
at a position later in the timeline through interpolating the effect of the attribute or applied 
property over the entire timeline between the frames, thereby enabling specific portions of the 
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timeline which previously contained no attribute to contain the desired effect during playback of 
the animation), and 

changing an existing attribute key frame responsive to the received change to the at least 
one property if the existing attribute key frame exists at the time the received change is received 
(illustrated in Fig. 1 of sec. 1 on pg. 2 and in Figs. 1 & 2, pg. 2 of sec. 2, where an applied 
property for the keyframes is adjusted from the transform drop down menu, and the resultant 
change is represented on the user interface, sec. 2 pg. 2 3 rd U lines 1-4), 

where each attribute key frame is a key frame specific to the at least one property of the 
object (sec. 2 pg. 3 1 st lines 1-5: "If you want to apply a change to the object you can now move 
forward in the timeline and then apply a filter or action to the key frame... and is just a matter of 
selecting the filter and then use sliders or the round symbol to apply the desired effect. When 
played back, the object should tween between the first and second keyframe giving a smooth 
action", where a frame is provided specifically at a given instance containing an applied object 
property on the timeline) and each compound key frame is a key frame specific to all possible 
properties of the object (sec. 2 pg. 1 1 st \ lines 1-8: ". . .a series of attributes already in place and 
more can be added at any time... The attributes and filters applied... affect only that object or 
layer unless a series of objects is selected at the same time. The simplest way to select objects is 
to go to the timeline and Ctrl + click the objects... it will affect all the selected objects at the 
same time and in the same way", where each compound key frame is described to provide data 
describing a plurality of properties applied to the object, in which several properties are 
indicated along the stream of compound frames, Fig. 1 of sec. 1); 
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However, Skyrme fails to teach a method of key framing an animation object in an 
animation implemented at least in part by a computer, the animation including one or more 
displayed layers, each layer including one or more displayed objects, each object being described 
by one or more properties / attributes ('properties'), a keyframe implemented at a level 
corresponding to the properties of the object and a key frame implemented at a level 
corresponding to the object; 

Herbstman teaches a method of keyframing an animation object in an animation 
implemented at least in part by a computer (col. 1 lines 24-28: "...the invention features a 
computer-implemented method and apparatus for animating a property (such as the position of 
an object) using floating keyframes to selectively decouple property space and time 
constraints.''''), the animation including one or more displayed layers, each layer including one or 
more displayed objects, each object being described by one or more properties / attributes 
('properties') (col. 1 lines 44-45: ". ..a method for animating a layer (graphics object) using 
floating keyframes.''''), a keyframe implemented at a level corresponding to the properties of the 
object (col. 1 lines 25-27: ". . .animating a property (such as the position of an object) using 
floating keyframes...") and a key frame implemented at a level corresponding to the object (col. 
5 lines 13-17: ". . .each floating keyframe is determined by the attributes... the animation of the 
position property of a layer, the methods discussed herein are equally applicable to animation of 
other n-dimensional layer properties such as... 3D object shape...", where the attributes of the 
keyframe layer level corresponds to the object by defining the shape of the object), therefore it 
would have been obvious to one skilled in the art at the time of invention to modify the 
animation keyframes provided by Skyrme with the keyframe layer levels of Herbstman because 
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this modification would enhance control and manipulation of animated objects along a timeline 
through implementation of layers that provide properties and attributes for each object within the 
animation to ensure properties are applied to the objects independently along the timeline 
without interfering with the attributes and integrity of other corresponding objects during display 
of the animation. 

Regarding claims 2 and 14, Skyrme teaches receiving additional times for the object and 
creating associated compound key frames at each of the additional times (sec. 2 pg. 2 2 nd ]f lines 
4-5: "Now you can insert a new keyframe by placing the Current Time Marker at a particular 
point. .." and in 3 rd lines 2-3: "The action can be applied by the menu box to the right of the 
desktop, and is just a matter of selecting the filter and then use sliders or the round symbol to 
apply the desired effect"). 

Regarding claims 3 and 15, Skyrme teaches receiving the second time for the object 
comprises moving a playhead to a position on a timeline in a user interface, the position 
corresponding to the second time (sec. 2 pg. 2 2 nd U lines 4-5: "Now you can insert a new 
keyframe by placing the Current Time Marker at a particular point. . ."). 

Regarding claims 4 and 16, Skyrme illustrates entering an animate mode prior to creating 
the first compound key frame (Fig. 1 of sec. 1, where a user interface is shown that comprises an 
animation mode that is initialized to enable the user to enter in keyframes, in which after user 
input timelines are displayed). 

Regarding claim 5, Skyrme illustrates that each of the first and second compound key 
frames represents the state of the at least one property on the object at the associated time (Fig. 1 
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of sec. 1, where the pink stream of compound frames is shown to have representative properties 
indicated as diamond icons, such as 'Object Opacity' and 'Scale r ). 

Regarding claim 13, Skyrme teaches a method of keyframing an object (sec. 2 pg. 1 2 nd ]f 
line 1 : "Placing an object creates a keyframe at that point and a certain length of display is 
shown on the timeline..."), comprising: 

identifying at least one property (Fig. 1, sec. 1 on pg. 2; 'position', 'object opacity') and a 
time for the object (sec. 1 pg. 1 6 th K lines 3-6: "...when you place an object on the stage... the 
object transform drop down menu for that object is opened and the Position clock face is 
clicked... just put a tick in the little box that has opened", and is shown in Fig. 1, sec. 1 on pg. 2: 
'00s ', '01s ', where a time, measured in seconds, is provided in which to indicate a transform 
property); 

creating a first compound key frame at the time (sec. 2 pg. 1 2 nd \ line 1 : "Placing an 
object creates a keyframe at that point and a certain length of display is shown on the timeline as 
a pink line with a knob at each end", in which a compound frame may be created, as shown in 
Fig. 1 of sec. 1: where frames that comprise the long pink line are shown that contain 
associated properties at given instances in time, such as the illustrated: 'Object Opacity ' and 
'Scale'); 

creating a second time for the object and creating a second compound key frame at the 
second time (sec. 2 pg. 2 2 nd ]f lines 4-5 : ". . .you can insert a new keyframe by placing the 
Current Time Marker at a particular point. ..", where a second new keyframe may be inserted at 
a new time position); 
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receiving a change to the at least one property prior to creating the second compound key 
frame (Fig. 1 of sec. 1 on pg. 2 and in Figs. 1 & 2, pg. 2 of sec. 2, where the play head (vertical 
line) may be moved about the compound keyframe interface independently of the compound 
keyframes themselves to indicate the time at which to apply a property, such as the properties of 
position, rotation, etc. illustrated in the Figures that are indicated with a white diamond icon, 
therefore a user would be capable of placing the play head after a first keyframe, but prior to 
creation of a second keyframe, to enable a property or action to be applied to the second 
keyframe, as shown in Fig. 1 of sec. 1 in which properties such as 'Object Opacity ' and 'Scale ' 
are illustrated), where the second compound key frame incorporates the change to the property 
once the keyframes are animated (sec. 2 pg. 2 3 rd U lines 1-4: "If you want to apply a change to 
the object you can now move forward in the timeline... When played back, the object should 
tween between the first and second keyframe giving a smooth action", in which a second 
compound fey frame that resides successively at a second time along a timeline incorporates the 
applied action); and 

performing one of: 

creating an attribute key frame responsive to the received change to the at least one 
property if no attribute key frame exists for the at least one property at the time the received 
change is received (sec. 1 pg. 1 6 th ]f lines 3-7: "By dragging your image around on stage, tweens 
are automatically inserted between keyframes..." and in sec. 2 pg. 2 3 rd lines 2-3: "The action 
can be applied by ...selecting the. ..sliders or the round symbol to apply the desired effect", 
where attribute key frame data, or tween data, is created for a specific property at a given 
instance in time that exists between two compound frames generated by the LiveMotion software 
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to enable attribute data to be inserted between a first keyframe and an existing keyframe located 
at a position later in the timeline through interpolating the effect of the attribute or applied 
property over the entire timeline between the frames, thereby enabling specific portions of the 
timeline which previously contained no attribute to contain the desired effect during playback of 
the animation), and 

changing an existing attribute key frame responsive to the received change to the at least 
one property if the existing attribute key frame exists at the time the received change is received 
(illustrated in Fig. 1 of sec. 1 on pg. 2 and in Figs. 1 & 2, pg. 2 of sec. 2, where an applied 
property for the keyframes is adjusted from the transform drop down menu, and the resultant 
change is represented on the user interface, sec. 2 pg. 2 3 rd \ lines 1-4), 

where each attribute key frame is a key frame specific to the at least one property of the 
object (sec. 2 pg. 3 1 st U lines 1-5: "If you want to apply a change to the object you can now move 
forward in the timeline and then apply a filter or action to the key frame... and is just a matter of 
selecting the filter and then use sliders or the round symbol to apply the desired effect. When 
played back, the object should tween between the first and second keyframe giving a smooth 
action", where a frame is provided specifically at a given instance containing an applied object 
property on the timeline) and each compound key frame is a key frame specific to all possible 
properties of the object (sec. 2 pg. 1 1 st \ lines 1-8: ". . .a series of attributes already in place and 
more can be added at any time . . . The attributes and filters applied. . . affect only that object or 
layer unless a series of objects is selected at the same time. The simplest way to select objects is 
to go to the timeline and Ctrl + click the objects... it will affect all the selected objects at the 
same time and in the same way", where each compound key frame is described to provide data 
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describing a plurality of properties applied to the object, in which several properties are 
indicated along the stream of compound frames, Fig. 1 of sec. 1); 

However, Skyrme fails to teach in a computer system having a graphical user interface 
including a display and a user interface selection device, a method of keyframing an animation 
object of an animation via a timeline element on the display, the animation including one or 
more displayed layers, each layer including one or more displayed objects, each object being 
described by one or more properties / attributes ('properties'), a keyframe implemented at a level 
corresponding to the properties of the object and a key frame implemented at a level 
corresponding to the object; 

Herbstman teaches in a computer system (Fig. 9: 10) having a graphical user interface 
(col. 2 lines 25-26: ". . .a graphical user interface (GUI. . .") including a display (Fig. 9: 28) and a 
user interface selection device (Fig. 9: 29), a method of keyframing an animation object of an 
animation via a timeline element on the display (col. 1 lines 24-28: ". . .the invention features a 
computer-implemented method and apparatus for animating a property (such as the position of 
an object) using floating keyframes to selectively decouple property space and time 
constraints."'), the animation including one or more displayed layers, each layer including one or 
more displayed objects, each object being described by one or more properties / attributes 
('properties') (col. 1 lines 44-45: ". . .a method for animating a layer (graphics object) using 
floating keyframes"), a keyframe implemented at a level corresponding to the properties of the 
object (col. 1 lines 25-27: ". . .animating a property (such as the position of an object) using 
floating keyframes...", where a keyframe corresponds to an attribute, or property, of an object) 
and a key frame implemented at a level corresponding to the object (col. 5 lines 13-17: ". ..each 
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floating keyframe is determined by the attributes... the animation of the position property of a 
layer, the methods discussed herein are equally applicable to animation of other n-dimensional 
layer properties such as... 3D object shape...", where the attributes of the keyframe layer level 
corresponds to the object by defining the shape of the object), therefore it would have been 
obvious to one skilled in the art at the time of invention to modify the animation keyframes 
provided by Skyrme with the keyframe layer levels of Herbstman because this modification 
would enhance control and manipulation of animated objects along a timeline through 
implementation of layers that provide properties and attributes for each object within the 
animation to ensure properties are applied to the objects independently along the timeline 
without interfering with the attributes and integrity of other corresponding objects during display 
of the animation. 



Response to Arguments 

Applicant's arguments with respect to claims 1-5 and 13-16 have been considered but are 
moot in view of the new ground(s) of rejection. 

The applicant argues on pg. 5 3 rd ][ lines 1-5 of the remarks that Skyrme fails to disclose 
or suggest the attribute key frame. However, Herbstman teaches a keyframe that provides an 
attribute corresponding to an object (col. 1 lines 25-27: "...animating a property (such as the 
position of an object) using floating keyframes..."). 

The applicant argues on pg. 5 3 rd U lines 1-5 of the remarks that Skyrme fails to disclose 
or suggest an object key frame as recited in the independent claims. However, the independent 
claims do not recite an object key frame, therefore in response to applicant's argument that the 
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references fail to show certain features of applicant's invention, it is noted that the features upon 
which applicant relies (i.e., 'object key frame') are not recited in the rejected claim(s). Although 
the claims are interpreted in light of the specification, limitations from the specification are not 
read into the claims. See In re Van Geuns, 988 F.2d 1 181, 26 USPQ2d 1057 (Fed. Cir. 1993). 

The applicant argues on pg. 6 1 st line 5 - 3 rd K line 5 of the remarks that the approach 
provided in the Skyrme reference requires the user to select or click a button on each property 
that he desires to animate which can be cumbersome when trying to author an animation and is 
difficult to quickly determine at what times particular properties of an object are being animated, 
if the user cannot see all of the properties for the element on screen. Thus, the prior art has 
defined key frames either 'coarsely' at the layer level that encompass all properties / attributes of 
all objects at the layer level, or else 'finely' at the attribute level that encompass only an attribute 
of a particular object, both of which result in corresponding problems, in contrast to the present 
application in independent claim 1 amended to recite a method of key framing an object 
implemented at least in part by a computer where the object is an animation object in an 
animation that includes one or more displayed layers, where each layer includes one or more 
displayed objects, and each object can be described by one or more properties / attributes 
('properties'). However, Herbstman teaches providing selective application of an object property 
along the timeline of an animation (col. 2 lines 1-7: "In a movie system, two functions, Q and S, 
are used to control changes in layer properties over time... controlled by keyframes. A keyframe 
is a set of attributes associated with a particular point in a space." and col. 2 lines 36-42: "7b 
animate a layer property, the user creates at least two fixed keyframes. The first fixed keyframe 
sets the value of the layer property at a first time and the second fixed keyframe specifies the 
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value of that same property at a second time. The system will construct a path Q between the two 
property values..."), at a layer level that defines the properties of an animated object (col. 1 lines 
25-27: ". ..animating a property (such as the position of an object) using floating keyframes..."), 
in which a method of keyframing an object implemented at least in part by a computer (col. 1 
lines 24-28: ". . .the invention features a computer-implemented method and apparatus for 
animating a property (such as the position of an object) using floating keyframes to selectively 
decouple property space and time constraints"), is provided where the object is an animation 
object in an animation that includes one or more displayed layers, where each layer includes one 
or more displayed objects, and each object can be described by one or more properties / 
attributes ('properties') (col. 1 lines 44-45: "...a method for animating a layer (graphics object) 
using floating keyframes"). 

The applicant argues on pg. 6 4 th \ lines 1-5 of the remarks that at least one property and 
a time for the object are identified, and a first compound key frame is created at the time. A 
second time is then created for the object, as is a second compound key frame at the second time, 
but a change to the at least one property is received prior to creating the second compound key 
frame. Thus, the second compound key frame incorporates the change to the at least one 
property. However, Skyrme teaches applying a property defined at a first time for an object 
frame to be incorporated with a second frame at a second time (sec. 1 pg. 1 6 th \ lines 3-7: "By 
dragging your image around on stage, tweens are automatically inserted between keyframes. .." 
and in sec. 2 pg. 2 3 rd If lines 2-3: "The action can be applied by ...selecting the. ..sliders or the 
round symbol to apply the desired effect"), where incorporated keyframe data attributes, or 
tween data, is applied at a particular time that exists between two generated compound frames to 
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provide the property, or attribute, data to be applied between a first keyframe and an existing 
keyframe located at a position later in the timeline through interpolating the effect of the 
attribute or applied property over the entire timeline between the frames, thereby enabling 
regions of the timeline which previously contained no property or attribute data to contain the 
desired property effects during playback of the animation). 

The applicant argues on pg. 7 1 st K lines 1-5 of the remarks that claim 1 further recites the 
distinction between a compound key frame and an attribute key frame. In particular, claim 1 
recites that each attribute key frame is a key frame implemented at a level corresponding to the 
properties of the object and specific to the at least one property of the object, and each compound 
key frame is a key frame implemented at a level corresponding to the object and specific to all 
possible properties of the object. However, Herbstman teaches a key frame implemented at a 
level corresponding to the properties of the object and specific to the at least one property of the 
object (col. 1 lines 25-27: ". . .animating a property (such as the position of an object) using 
floating keyframes...''''), where the frame corresponds to associated properties of an object, 
therefore the key frame is equivalent to an attribute key frame. Herbstman also teaches a key 
frame implemented at a level corresponding to the object and specific to all possible properties 
of the object (col. 5 lines 13-17: ". ..each floating keyframe is determined by the attributes ...the 
animation of the position property of a layer, the methods discussed herein are equally 
applicable to animation of other n-dimensional layer properties such as... 3D object shape..."), 
where the frame corresponds to the object itself, and all properties associated with the object, 
therefore the frame provides a functionally equivalent compound key frame. 
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The applicant argues on pg. 7 4 th If line 1 - pg. 8 1 st Tf line 10 of the remarks that Skyrme's 
perception of the LiveMotion product as set forth in the Skyrme reference clearly does not 
disclose or even appreciate the distinction between an attribute key frame and a compound key 
frame, as is now specifically recited in claims 1 and 13. However, Herbstman teaches a key 
frame corresponding to the properties of an object (col. 1 lines 25-27: ". . .animating a property 
(such as the position of an object) using floating keyframes. . .") and a key frame that corresponds 
to the object (col. 5 lines 13-17: "...each floating keyframe is determined by the attributes ...the 
animation of the position property of a layer, the methods discussed herein are equally 
applicable to animation of other n-dimensional layer properties such as... 3D object shape..."), 
therefore the key frames provide functionally equivalent attribute and compound key frames for 
an animation. 

The applicant argues on pg. 8 2 nd \ lines 1-8 of the remarks that applicants also again 
respectfully submit that the Skyrme reference clearly does not disclose or even appreciate that, 
responsive to the received change to the at least one property (attribute), an attribute key frame 
as now specifically recited and distinguished from a compound key frame is created if no 
attribute key frame exists for the at least one property (attribute) at the time the received change 
is received, or an existing attribute key frame is changed if the existing attribute key frame exists 
at the time the received change is received. However, Skyrme teaches creation of an attribute key 
frame if no attribute key frame exists for the at least one property (attribute) at the time the 
received change is received, or an existing attribute key frame is changed if the existing attribute 
key frame exists at the time the received change is receive (sec. 2 pg. 2 3 rd \ lines 1-4: "If you 
want to apply a change to the object you can now move forward in the timeline... When played 
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back, the object should tween between the first and second keyframe giving a smooth action." 
and is shown in Figs. 1 & 2, pg. 2 of sec. 2, where the play head (vertical line) may be moved 
about the interface independently of the compound keyframes themselves to indicate the time at 
which to apply an attribute property keyframe, such as the properties of position, rotation, etc. 
illustrated in the Figures that are indicated with a white diamond icon, therefore a user would be 
capable of placing the play head after a first keyframe, but prior to creation of a second 
keyframe, to enable a property or action to be applied to the second keyframe, as shown in Fig. 1 
of sec. 1 in which properties such as 'Object Opacity ' and 'Scale ' are illustrated, in which a 
second compound fey frame that resides successively at a second time along a timeline 
incorporates the applied action). 



Conclusion 

The prior art made of record and not relied upon is considered pertinent to applicant's 
disclosure. The prior art patents and publications listed on the attached PTO-892 form pertain to 
keyframe animation layers: 

■ Snibbe U.S. Patent 5,886,710 

■ Lengyel et al. U.S. Patent 6,064,393 

■ Wilensky U.S. Patent Pub. 2002/01 18875 

Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to SAID BROOME whose telephone number is (571)272-2931. 
The examiner can normally be reached on M-F 8:30am-5pm. 
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If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Ulka Chauhan can be reached on (571)272-7782. The fax phone number for the 
organization where this application or proceeding is assigned is 571-273-8300. 

Information regarding the status of an application may be obtained from the Patent 
Application Information Retrieval (PAIR) system. Status information for published applications 
may be obtained from either Private PAIR or Public PAIR. Status information for unpublished 
applications is available through Private PAIR only. For more information about the PAIR 
system, see http://pair-direct.uspto.gov. Should you have questions on access to the Private PAIR 
system, contact the Electronic Business Center (EBC) at 866-217-9197 (toll-free). If you would 
like assistance from a USPTO Customer Service Representative or access to the automated 
information system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 

/Ulka Chauhan/ /Said Broome/ 

Supervisory Patent Examiner, Art Unit 2628 Examiner, Art Unit 2628 



